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1 INTRODUCTION 


1.1 Warning! 


Killing Floor is a game intended for mature audiences and is not considered appropriate for younger 
players, as it contains scenes of violence and some bad language. 


1.2 Killing Floor 
On the last day of August, something very strange happened in the city of London. 


A group of several thousand protesters had assembled outside the offices of a wealthy Biotech 
corporation called Horzine. The riot police were called in because the general consensus was that these 
protesters were the violent sort, and needed a lesson in civil obedience. All of this was based on 
eyewitness testimony that the office entrance had been smashed to pieces. It was agreed that this was a 
poor way to treat the property of a renowned government defence contractor, and the men suited up, 
put their visors down, and moved in. 


Upon arriving, the officers found the entrance to be deserted. Still, a gaping hole stood where the doors 
had been, and there was debris and twisted metal, and all the evidence they really needed to start 
clapping hippies in cuffs. And as though he had read the officers’ collective thoughts, one of the 
protesters emerged from that man-made orifice and stumbled up to them. Almost immediately there 
was gunfire because this protestor, a naked, emaciated mess, had sunk elongated teeth into the neck of 
the closest cop, and was vigorously tearing off bits of flesh. 


With the smell of blood now thick in the air, the rest of the “protestors” emerged from that wound in the 
building. By the hundred. They howled and shambled and moved as though they had some terribly 
important purpose. There were little ones, and large ones, and those with chainsaws and cleavers instead 
of limbs and in the last moments of his life, the police sergeant mused that it was a bit like staring at a 
macabre circus troupe. 


On the last day of August, London turned into a Killing Floor. 
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2 MENU SYSTEM 


From the Main Menu the following options are available: 


2.1 Multiplayer 


This option takes you to the Multiplayer (online) sub-menus. Note that to set up a server of your own, 
you need to click on “Host Game” first. Under multiplayer are the following options: 


2.1.1 News 


This page links (live) to the game news channel, operated by Tripwire Interactive. Any news and 
messages from the developer will appear here. 


2.1.2 Favorites 

If you have marked any servers as your Favorites, they will appear here, so that you do not have to hunt 
them down through the hundreds of servers in the main “Internet” list below. To add a Favorite, either 
right-click on the favorites screen and add the details manually, or highlight the server you want to add 
in the main Internet list, right-click and “Add as Favorite”. 


2.1.3 LAN 
This gives you a list of all available Local Area Network (LAN) servers. 


2.1.4 Internet Games 

This screen provides the main list of servers available worldwide for playing online. It tells you details 
such as how many people are currently playing on the server, which map, what the ping is (the lower the 
ping, the better the response time from your computer) as well as a list of the people currently playing on 
the highlighted server. Highlight a server and click on “Join” to join the game on that server. 


There are various icons that may appear on the left side of the screen: 
e “Ear”: indicates a “listen” server; these run on a player’s own PC rather than a separate 
server, giving that player a zero ping 
e A “key” indicates a server requiring a password for entry. 


The browser also shows the Server name, the map currently being played, the player count and the ping 
from your PC to the server (low being good). You can right-click on a server for more options, including 


adding it to your list of favorites. 


Click on the “Filters” tab to set up your own custom filters to do such things as filter out full or empty 
servers. 
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2.2. Host Game 


This section allows you to set up your own game, hosting the server either locally on your own PC (if 
you have a powerful enough PC) or on a separate machine. 


2.2.1 Standard mode 


In the Standard mode, players will be able to use the Perks they have earned AND continue earning 
towards more Perks. To play in Standard mode, ensure that the “Enable Sandbox” checkbox is blank. 


You can either select the map to play on from the list of available maps, or set up a rotation of maps. 


In the Options, select the Difficulty and Game length you want. If you want to play on a sequence of 
maps, click on “Maplist Configuration”. The configuration screen allows you to select which maps you 
want to play and in which order. 


If you want to play with the more advanced server options - or if you want to set up a LAN server - click 
on the “Server Rules” tab at the top of the screen before launching the server! 


At this point you can create a “Listen” or “Dedicated” server just by clicking on the button. I you launch 
a Dedicated server on your own PC, you will need to Alt-Tab out and start a second instance of Killing 
Floor. 


What is the difference between Listen and Dedicated Servers? 


The difference is simple technically: a Listen server runs a single process, with you playing directly on 
the server and your friends connecting to it. This is best for single-core machines. A Dedicated server 
runs two processes on the same machine - the server instance itself, plus a second instance of the game 
that you will need to start. Having started the second instance you need to connect to the server process 
running on your machine, just like everyone else. This is an ideal set-up for multi-core machines. 
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2.2.2 Sandbox mode 


The Sandbox mode allows the player to tweak some of the core game parameters far more than normal, 
including defining your own monster configurations. However, as this could be used to make Perk 
earning far easier for players, the players cannot earn towards their Perks in Sandbox mode! 


To enable Sandbox mode, simply click the Enable Sandbox checkbox. The Sandbox tab will now appear 
at the top of the screen - click on the tab to configure! 


The Sandbox options are: 


1. Starting cash - simply how much money the players get when they start the game 
2. Min Respawn Cash amount - the minimum cash the player will respawn with if he dies in a wave 


- 


Max specimens — how many specimens will be active at any one time; note that high numbers 
can seriously affect performance 

Wave downtime - how long the players get on the timer between waves, to go shopping 
Number of waves - over-rides the number for a given game length 

Wave Start Spawn Period - a parameter defining how rapidly the specimens spawn 


NAW Se 


Monster config - this one is best played with, as it gets complicated quickly! You can edit or 
create your own squads, then manage those squads into waves. Be careful what you wish for... 
8. Use endgame boss - do you want the Patriarch or note? 


Important note: all these parameters are affected by the difficulty level you chose. Chose Beginner and 
the game will scale down, chose Suicidal and it will scale up! 


2.3 Solo 


Solo mode is very similar to hosting a game. The only real difference is that you don’t need a server and 
no-one else can join! Simply follow the instructions for Hosting a game, hitting “Play” to getting into the 


game. 


2.4 Profile and Achievements 


Clicking on “Profile and Achievements” lets you look at your current Perk levels for all the Perks, along 
with the Achievements you have got - and the ones you haven’t got yet. 


Clicking on any Perk will show you what effects you get from the CURRENT level of the Perk, plus the 
requirements to achieve the NEXT level of the Perk. Just remember that the last Perk you click on will be 


your active perk after you click “Save”. 


You can also click on “Change Character” to use a different player model in-game. 
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2.5 Settings 


Like everything else, KF comes with a default configuration. Once youre used to the basics, you may 
want to explore the configuration options and control key settings to suit yourself and your computer 
set-up. From the main menu, click on “Configuration” and work through the following tabs, ideally 
BEFORE you leap into a game — key elements are highlighted in RED: 


2.5.1 Game 
e Gameplay 
o Ifyou don’t need the path to the Trader shown to you, uncheck the “Show the Trader 
path” box 


o Select the level of hints you want to see, if any 

e Network 
o Select the most appropriate Connection speed for your internet connection 
o Unless you have problems, ensure that the Dynamic Netspeed is checked 


2.5.2 Display 
e Resolution 
o Set these options as high as you can without performance degrading on your computer; 
check the “Advanced Options” box to gain access to the individual “Options” in the right- 
hand box 
o Ideally, select a preset option from the “Game details” dropdown box 
e Options 
o There will be a separate guide on all the Options in the future, if you prefer to set these 
manually. 


2.5.3 Audio 


e Sound System 
Set the 3 volume levels to suit your taste 


o Audio Mode: Set this to “3D Audio” if you have a sound card that supports this 
o Reverse Stereo: Set this to your desired configuration for your speaker system 
o Play Voice Messages: You may also choose to filter some of the voice messages that occur 


in game 
¢ Voice chat 

o Voice chat allows players to communicate during the game using a microphone. 

o Once you have joined a channel, you may send a message by pressing the “Activate 
Microphone” key. Your message will be sent to your currently selected channel 
Enable Voice Chat: Check this box to hear voice messages in game 
Dampen Game Volume When Using VOIP: Check this to reduce the volume of the game 
when any player speaks using voice over IP 
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o Autojoin Public Channel: Check this to automatically join the local channel when you 
join a game 

o Auto Select Active Channel: Check this to automatically select an active channel when 
you join a game. This channel is normally set by the server but you can set your own 
preference in the Default Channel Name field 

o Default Channel Name: Enter the name of the default channel you would like to use when 
you join a game 
Chat Password: Assign a password to your channel 
Internet Quality: Set the balance between sound quality and performance for voice chat 
when playing in an Internet game 

o LAN Quality: Set the balance between sound quality and performance for voice chat 
when playing in an LAN game 


2.5.4 Controls 


e All ofthe Controls can be set to a choice of two Keys 
¢ No Key can be bound to more than one Control 
¢ Game, Movement and Weapons 
o These sections list all the main controls that will be used the most 
o Important controls should be bound to keys that you find comfortable — such as binding 
“Iron Sights” to the Right Mouse Button to ensure it is easy to use 
e Looking 
o These controls are only included now for those who are used to them from other games - 
simply using the mouse to look around is the norm in Killing Floor 
e Communication 
These controls are important if you intend to communicate with other players in-game 


oO 


The “Say” controls enable you to type messages to everyone 


oO 


The Voice Command control brings up the in-game Voice Commands 


oO 


The Microphone and Channel commands enable you to use Voice over IP, if you have 
suitable speakers and microphone attached to your computer 
e Interface 
o The Interface controls show the Situational Awareness (Objective) Map and the 
Scoreboard, as well as allowing you to change the HUD size dynamically in-game 
e Miscellaneous 
e Voice Commands 
o Most of these are not set to any specific keys 
o As you get used to the game, you may well want to bind keys to specific Voice 


2.5.5 Input 
e Options 
o These are primarily mouse and joystick options 
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e Fine Tuning 
o Ifyou wish the game to use different mouse parameters to the way you normally use the 
mouse on your computer, you can fine-tune them here 


2.5.6 HUD 

e Style 
o Ifyou wish to turn the HUD off completely, check the “Hide HUD” box 
o The Opacity option changes the general appearance of the HUD 

e Options 
o The Hint Level can be adjusted or reset 
o Choose whether or not you wish to see Weapon and Personal info 
o Youcan adjust the way chat messages from other players are shown 


2.6 Exit 


Exits the game... 


© Tripwire Interactive 2009 -10- @ 


Killing Floor Game Manual 


3 PERKS 


There are 6 Perks in the game. You can earn towards any Perk at any time - but you can only use one 
Active Perk at a time - so chose wisely. 


3.1 Berskerker 


The Berserker is one for those that enjoy melee combat, in your face. Requirements to earn 
the Perk levels is simply to dish out enough damage with the melee weapons (knife, machete, 





axe and chainsaw). 


And the benefits include: 
e Cannot be grappled and held in place by Clots 
e Discount in the Trader’s store on the chainsaw 
e Dish out extra melee damage to specimens 
e Faster melee movement 
e Take less damage from Bloat bile 
e Higher resistance to damage 
e Potential Zed-Time extensions 


3.2 Commando 


The Berserker is the elite soldier, trained to a higher degree on the Bullpup and more 
observant. The requirements to earn the Perk levels is to do enough damage with the 
Bullpup, combined with killing Stalkers. 


And the benefits include: 
e Discount in the Trader’s store on the Bullpup 
e Do more damage with the Bullpup 
e Recoil reduced on the Bullpup 
e Faster reload times on all weapons 
e Ability to see cloaked Stalkers further away 
e Ability to see enemy health stats 
e Potential Zed-Time extensions 
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3.3 Field Medic 


The Medic is the unsung hero of the team. While the rest of the team is taking a beating, the 
Medic is often the only one keeping the team alive and fighting! Requirements to earn the 





Perk levels is simply to do enough healing of team-mates (NOT yourself). 


And the benefits include: 
e Discount in the Trader’s store on Body Armor 
¢ Medical Syringe recharges faster 
e Injections are more effective 
e Take less damage from the Bloat 
e¢ Body Armor is more effective on the Medic 


3.4 Firebug 


The Firebug is the one who was always playing with matches as a kid. You burnt your fingers 
and quite a few other things besides. The requirement to earn the Perk levels is simple: do 





damage with the Flamethrower! 


And the benefits include: 
e Discount in the Trader’s store on the Flamethrower 
e Flamethrower does more damage 
e Flamethrower range extended 
e Resistance to fire 
e Replace Frag Grenades with Incendiary Grenades to set enemies on fire 


3.5 Sharpshooter 


The Sharpshooter is the marksman of the team, who should be taking down enemies at long 
range. The requirement to earn the Perk levels is simple enough: achieve sufficient headshots 
with the Handcannon, Lever-Action Rifle or the Crossbow. 


And the benefits include: 
e Discount in the Trader’s store on the Handcannon 
e Handcannon, Rifle and Crossbow do more damage 
e Increased headshot damage with all weapons 
e Reduced recoil on the Handcannon, Rifle and Crossbow 
e Faster reload on the Handcannon, Rifle and Crossbow 
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3.6 Support Specialist 





Support is all about heavy weapons, particularly the shotguns, as well as being an expert with 
the welder. The requirement to earn the Perk levels is to combine welding points and 
shotgun damage. 


And the benefits include: 


Discount in the Trader’s store on the Shotguns 
Shotguns do more damage 

Better penetration with the shotguns 

The ability to carry more shotgun ammo and grenades 
Increased carrying ability 

Increased speed welding/unwelding doors 
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4 BASIC GAMEPLAY 


When you first spawn into a game, you will be carrying just your pistol and knife. If it is the start of the 
game, there will be a first wave of specimens to take out. 


4.1 Perk Selection 


The very first thing you need to do is to select the Perk you want active when you are playing. Even Level 
0 Perks make a difference! You can select the Perk from the Main Menu (“Profile and Achievements”) or 
from the “Select Perk” tab in the Lobby. You can also re-select your Perk in the game, by hitting Escape 
and “Select Perk”, or by clicking on the “Perks” tab when at the Trader’s shop. Just remember that any 
change in active Perk during the game will only happen between waves! HINT: Level 0 Berserker can’t be 
grabbed by clots, which makes this a great place to start! 


4.2. Inawave - EXTERMINATE SPECIMENS! 


Movement is controlled by the default WASD keys, use the mouse to look around, aim and fire. You can 
crouch (C) to steady your aim a little and to make yourself a smaller target. If you want to move slower 
you can walk (CTRL). Otherwise - RUN! 


To aim better, use iron sights: Right Mouse to bring the gun up, hold the key to keep it there, release to 
drop out of iron sights, or I to toggle iron sights view on and off. Try them both out and see which you 
prefer. 


To reload your weapon, either keep firing (Left Mouse) until you run out, then press fire again to reload, 
or press R at any time. 


To switch weapons, use the mouse wheel to scroll through your available weapons and click on the one 
you want, or hit the number keys (1 through 5). 


For a bit more boom toss a grenade out - hit G. 


Some weapons have an alt-fire mode (Middle Mouse). On the 9mm and the pump-action shotgun, this 
will activate the attached flashlight. On the Bullpup, this will switch between semi-auto and full-auto fire 
modes. And the double-barrel shotgun lets loose both barrels at once that way. 


Doors can be opened and closed with the Use key (E or Z). To close them a bit more firmly, scroll 
through your inventory and select the Welder. Point at a door and use Fire to weld it closed. It won’t 
stop them forever, but it will certainly hold them up a while. And if you realize you have cornered 
yourself with your welding, you can cut the door open with alt-fire. 
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Finally, if you or your friends are taking damage - scroll through and select your Healer. Point it at a 
friend and hit fire to heal them, alt-fire to heal yourself. Just remember that it works much better on 
other people than on yourself! 


Keep an eye on the specimen counter (it should keep going DOWN, unless you are breeding them) and 
the Trader arrow. You want to be close to the Trader when you kill the last Zed, so you have plenty of 
time for the... 


Worth remembering: to talk over VOIP, hit the Caps Lock key. If you aren’t using VOIP, or you just 
prefer, you can bring up the in-game voice commands with the Voice key (V). Or you can use the text 
chat (Y or T). 


4.3 Between waves -GO SHOPPING! 


With all the specimens in a wave dead and gone, the Trader will open her shop for business. You earn 
bounty for each specimen removed, plus a bonus for getting through the wave alive. Time to go 
shopping! Head for the Trader’s shop and hit the Use key (E or Z) once you are inside. 


Basically, you have a list of items you already have in your inventory and a list of fun things to buy. Just 
remember that you are restricted by weight and by money. If something is too heavy, but you really 
(REALLY) want it, you will have to sell something first to make room for it. Same if you are short of cash 
- sell something to the Trader to gain more cash. 


Of course, you can try and scrounge cash off your fellow players. Remember that there is no prize for 
hoarding cash — it is better to have the whole team well tooled up! 


4.4 Map Voting and Kick Voting 
The game gives the players the opportunity to vote on map changes or on removing a specific player 
from the game. 


C99 


Map voting is initiated using the “*” key and allows players to chose to change the map. As a default, 


more than half the players must agree in order to change the map. 
Kick voting is used to allow a group of players to remove a player who is busy griefing the server and 


ruining everyone’s fun. To start a kick vote, hit “K”. 50% of the players must agree for the kick to take 
effect. 
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5 HUD DETAILS 
The HUD is relatively self-explanatory, especially once you get to know the key elements: 


Time until next wave 
Direction and Distance OR 
To the Trader No. of specimens left 


e” 

















Cash! 


Current 
Weapon 
Flashlight/W elder /Syringe 

Charge [0-100] 












































Health Weight carried/ ; 
[1-100] || Body Armor Weight allowed Rounds in Mags left for 
[0-100] Current mag || Current weapon 





The first two key parts are in the top corners: how to find the Trader and the Timer/Specimen Counter. 
The Specimen Counter will count down how many enemies are left before you can get back into the 
Trader’s shop. The Trader Arrow will show you roughly where the shop will be - you want to be close by 
when the last specimen is killed. Once they are all dead, the Timer shows you how long you have left to 
go shopping for Bigger Weapons. 


The others are information you need during the fighting. Keep an eye on your Health and Body Armor - 
switch to the Medical Syringe or call for help if your Health gets low. The Weight section tells you what 


you can carry — no point in fighting your way over to pick up a Flamethrower you can’t carry! 


On the right side is information on your weapon - how many rounds left in the current clip, how many 
clips/reloads left and how many grenades you have left. You may want to keep a careful eye on these. 
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6 TRADER MENU 


Current Perk: Firebug LvO Trader Closes in 00:18 Wave: 3/7 


Buy Ammo/Sell Item eG Buy New Items 


Dual 9mms (Secondary) Ammo: 240/240 
Grenades (Equipment) Ammo: 5/5 


Knife (Melee) 


Power: Mil | 
Range: Ml | 


Speed: DI 
Weight: 4 blocks 


Money: £70 


Naa ale) aim Oy) 


Ai\f=1Keto)nal=m wom aa\/a-)ale)e}am Goll mer-Vall ol0h\ar-lenlealoelm-\-1) micelaamvselels 
inventory on the left. Or you can buy new items from the 
right. | Sel Weapon 


| Auto Fill Ammo 


Encumbrance Level: 5/15 | Exit Trader Menu 
EE} | SS 


When you enter the Trader’s shop and press the Use key (E or Z), the Trader Menu appears. This allows 





you to buy new items and sell off ones you no longer want. 


The left hand side shows all those items you currently have in your inventory. You can click on any of 
these in order to buy more ammo for them, or to sell them to the Trader. 


The right hand side shows all the items stocked by the Trader. All those that you can currently buy are 
shown highlighted. The items that are not highlighted you may still be able to buy, but may be restricted 
by available cash or weight limits. If you want an item, click on it to see if you can buy it. If you can’t, you 
will be told why. If the item is too heavy, sell something to free up enough space for it. If the item is too 
expensive, either sell something to gain more cash, or persuade one of your team to give you more 
money. 


But always ! The Trader will give you warnings when you are short on 
time, so get used to using the “Auto Fill Ammo” button when you are short of time. There is very little 
worse than being long on Zeds and short on Ammo! 
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7 SCOREBOARD 


PLAYER Status 


[TW ]Dion 


Sabu 





The Scoreboard lists all the players in the current game, showing the following for each (from left to 
right): 


1. Currently Active Perk icon 

2. Name 

3. Number of kills so far in the game 
4, Status (Healthy, Injured or Dead) 
5. Ping 
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President: John Gibson 
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Patrick Childers 
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David Hensley - Art Direction / Senior Artist 
Leland Scali - Lead Environment Artist 

Rob Dion - Lead Weapon Artist 


Animation 
William T Munk II - Animation Director 
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Graphic Design, Interface and Concept Art 
Leland Scali 

David Hensley 

Alex Quick 

Dan Nassick 

Base 02 Font provided by Clément Nicolle, 
http://www.stereo-type.net/ 
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Voice Acting 
Mark Hayler 
Alan Wilson 
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Moira Wilson 
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Testers 
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Arron Cohen 
Adam Levine 
Adrian Ward 
Andy Perrin 

Ben Fox 

Bruce Rennie 

Chris Anderson 
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8.1 For Valve 
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Special Thanks 

Once again, our special thanks goes out to all 
those family and friends who have supported us 
and kept us going all this time, through yet 
another improbably excellent adventure. 


Paulette Munsell 
Jim Munsell 
Jessica Gibson 
Moira Wilson 
Tom O'Kelly 


And for KF Mod 

Mark Welch 

Gareth Krantz 

Scott Reismanis, Ryan Anderson and everyone 
else at ModDB 


And a huge thanks to everyone at Valve who helped us. Once again, we couldn’t have done this without 
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